Mobile Collaboration by Specht, Marcus
M O B I L E  C O L L A B O R AT I O N  …
P R O F.  D R .  M A R C U S  S P E C H T  
W E LT E N  I N S T I T U T E   
R E S E A R C H  C E N T R E  F O R  L E A R N I N G ,  T E A C H I N G  A N D  T E C H N O L O G Y   
O P E N  U N I V E R S I T E I T  N E D E R L A N D  
M A R C U S . S P E C H T @ O U . N L  
T W I T T E R ,  F L I C K R ,  FA C E B O O K :  M A R C U S P E C H T
A B O U T  M O B I L E
A N D  C O L L A B O R AT I O N
F O R  T H E  T E A C H E R S
M O B I L E  C O L L A B O R A T I V E  L E A R N I N G
 Some rights reserved by stefans_box
calcula
tor
calcula
tor
scientif
ic calcu
lator
a graph
er
Screenshots Wiskunde Examens HAVO-A
drill&pr
actice
referen
ce boo
ks
➡http://appadvice.com/appguides/show/graphing-apps-for-ipad
swiss a
rmy kn
ife
➡http://global.com2us.com/game/Sliceit
serious
 game 
console
11
F I E L D  T R I P S  
L O C AT I O N - B A S E D
T O W A R D S  E - M E T H O D S

M O B I L E  M O O C S  A N D  C O L L A B O R AT I O N
• Crowd Sensing 
• Crowd Sourcing 
• Crowd 
Commissioning
Mobile and Accessible Learning for MOOCs: 
 http://jime.open.ac.uk/article/10.5334/jime.ai
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TA B L E T
• planners, notifications, news, schedules 
• personal information collections 
• contextualised information filtering 
• mobile games relevant to curricula 
• let them play
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http://www.mika.gl/
http://moodle.org/
http://www.omnigroup.com/
http://iapps.stanford.edu/
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http://www.google.com/mobile/goggles
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Exploring mobile notifications to foster reflective practice on meta-learning. 
Learning Technologies, IEEE Transactions on, 8(1), 124-135.
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S O M E  C A S E  S T U D I E S
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Game  
design
Scavenger game Adventure game Decision game
Delivery 
Channel
augmented reality augmented virtuality augmented reality
Pedagogic 
approach
situated learning expository learning learning through 
decision taking
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Experimental Designs ...
• focus on the core idea for a measurable 
effect in a real experimental design
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